WELCOME TO Enter tropical waters to Learning at Alll Levels 
Konp PIXAR. Saverience love, lagi The games in Disney/Pixar's Finding Nemo advance through two levels of 
— fear and friendsh 
fear and friendship dificulty. Each level increases in the complexity of both the skills being 
Disney/Pixar's Finding Nemol taught and the facility needed to play the games. In School Crossing, for 
ster” Electronic ‘example, the levels go from 1) counting objects to make sets from | to 
Book teaches science, 10; to 2) completing number sentences with sets to build addition equa- 
phonics, reading and math. ons na 0 


How the Hint Button Works 
The goal of the Hint button is to demonstrate or model correct strate- 
gies for applying a skill In Jellyfish Jump, for 
example, if a player presses the 

Hint button, a hint will show the player 
attributes that he or she is being asked 

to identify. For example, this jellyfish is big, 
‘and this one is small. This jelifish is red, while 
this one is blue, The player may then try again 
with a greater opportunity for success the 
next time around, 
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STORY: DISNEY/PIXAR’S 
FINDING NEMO 


HOWTO PLAY 

Deep in the ocean, a young clown fish named 
Nemo has been captured and taken far away 
from his home. It is up to his overprotective 
father, Marlin, and Dory,a friendly but forgetful 
regal blue tang fish to find Nemo, Live the film's 
storyline as you swim along on this epic tale of 
a father's quest to rescue his only son! 


"Welcome aboard, 
elorers” sheuted 


Players choose from four story options: 


@ Press @ “Read and Play” to make the story interactive, Players use the 
forward and back arrows at the bottom of the pages to control the pace 
of the story. They can also click on story pictures, and access games and 
activites. 
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the whole story without pausing to play the games and activities, Note: 
The phyer can interrupt this mode at any time to enter Read and Play 


@ Press (@) “Pick a Page" to see reduced-size images of story pages. Payers 
scroll though these pages until they find the page they want, and then 
touch it to go directly to that story page. Once the player has navigated 
to the page he or she wants, the page will function as it does in the Read 
and Play mode. 


@ Press @ "Games" to go directly to a game. 


Players can access these story features from the Read and Play 
and Pick a Page modes: 


@ Press CQ to hear the page text re-read. 
@ Press PE to play a game and choose its level of difficulty. 


Encourage your child to experiment by touching different parts of the 
screens. Silly surprises (such as animation, sound effects and additional 
dialogue) are hidden within the screens! 


WHAT'S BEING TAUGHT? 
Letter/Sound Associations: An understanding of the relationship 
between letters and their sounds. 


Phrasing: An understanding that reading fluently means reading in 
meaningful chunks, or phrases, rather than reading one word at a time, 


Comprehension (Problem/Solution): An understanding that a story 
has a plot in which the main character has a problem that must be solved, 
‘Ask your child 


@ Who are the characters in this story? Which one is the main character? 
@ Where does the story take place? 
@ What is the main character's problem? 


@ Who helps the main character 
solve his problem? 


@ What does Gill do to help Nemot 
@ What does Dory do to help Marlin? 


@ What do you think Nemo learned from 
this adventure? What did Marlin learn? 


NOTE: Either Nemo or Marlin can correctly be considered the main 
character in this story, Accept all reasonable responses when discussing. 
with your child. 


WHY IS THAT IMPORTANT? 

‘Once children understand that words are made up of several sounds, 
they can begin to sound out words to read and spell them. By following 
a word-for-word reading, youngsters continue to make the association 
of printed letters to their sounds. 


Finally. by putting words in the context of a story that entertains while it 
teaches, young learners come to understand that reading can be a great 
source of pleasure—a great incentive for learning how to decode words, 


ACTIVITY: SCHOOL CROSSING 


HOWTO PLAY 

les the first day of school and all the little fish 
want to arrive safely, Stil it’s a dangerous pare 
of the ocean, so the Crossing Guard can only 
allow a certain number of fish to cross at one 
time. Players help the guard by counting or 
adding to find the right number of fish for a 
safe ocean crossing. Note: In all games, correct 
responses earn players sand dollars, 


WHAT'S BEING TAUGHT? 
Counting: An ability to associate a numeral with the number of objects it 
represents;an ability to count out a specific number of objects to make a set. 


Simple Addition: An understanding that adding means “putting togethers" an 
ability to add sets of objects to determine how many in al. 


WHY IS THAT IMPORTANT? 

Many processes are involved in getting ready to do basic math operations. 
Before we can learn to add and subtract, for example, we must learn number 
names and number order: We must learn that numbers are symbols that 
stand for amounts: 5 may mean the number of bananas in a bunch, fingers 
on one hand, or pennies in a nickel. We must learn to count sets, or groups 
of objects, and tell how many there are—before we can add 1 or more 
objects to a set, or take 1 or more objects away. To understand these 
concepts, youngsters need lots of varied experiences. Only then can they 
begin to build a foundation for mathematical thinking, 


ACTIVITY: 
DEEP OCEAN MYSTERY 


HOW TO PLAY 

Marlin and Dory hope the scuba diver’s mask 
will lead them to Nemo, but the mask falls into 
the deep, dark ocean, Your child can learn 
more about all of the creatures of the deep as 
he or she follows the mask on its descent. The 
object of the game is for players to touch 
different places on the screen and identify as 
many sea creatures as they can, Sonar sounds and 
letter sounds grow louder as players get closer to the undersea creatures, 
Players must use their senses to guide them toward each creature and 
determine what it's. But watch out! There are hidden surprises that might 
throw underworld wanderers off course! 


WHAT'S BEING TAUGHT? 

Life Science/Ocean Life: An ability to identify familar plants and animals 
that live in our oceans; to differentiate between living and non-living things; 
to know the diversity of ocean life. 


Visual Discrimination: An ability to note the similarities and differences 
between objects; an ability to differentiate between parts and the whole. 


Sensory Observation: An ability to use the senses for observation, for 
‘example, using degrees of sound and light to indicate distance from an 
object in space. 


WHY IS THAT IMPORTANT? 

Much of the information about our world comes to us through our eyes. 
Slight visual differences have meaning, like the difference between a curved 
or straight line, or the difference between a b and a d. Fine-tuning visual 
acuity is a key element in learning to read, Similarly, activities that develop 
your child's sense of hearing prepare him or her to distinguish between the 
discrete sounds of our language. In time, this sensory channel also becomes 
‘essential for gathering information about our world. 


ACTIVITY: JELLYFISH JUMP 


HOW TO PLAY 
Can Marlin and Dory find Nemo? Jellyfish friends 
help point the way. Before Marlin and Dory can 
get to Sydney harbor. players must help Dory 
find her way through the jellyfish forest. The 
object of the game is to listen to the clues and 
touch the jellyfish that matches the narrator's 
description. But watch out! f players touch the 
wrong jellyfish, Dory will get stung, 


WHAT'S BEING TAUGHT? 

At Level | 

Classification: An ability to identify and group objects by attributes, 

such as color, size and number. 

At Level 2— 

Letter and Phoneme Recognition: An ability to recognize numerals and 
relate them to their number words; an ability to recognize and name letters. 
Letter/Sound Association: An abllty to match letters to thelr regular sounds 
At Levels | and 2— 

Visual Discrimination: An ability to note the similarities and differences 
beeween objects 

Auditory Memory: An ability ro remember and use two or three descriptive 
phrases to narrow a visual field 


WHY IS THAT IMPORTANT? 

Classification is a key thinking skill that people use throughout their lives. 
In the primary grades, young learners are called upon to determine if a 
vowel sound is long or short, for example, or whether addition or subtraction 
should be used to solve a word problem. In the intermediate grades, clas- 
sification comes into play in all the content areas. Remembering information 
presented orally can help with everything from remembering homework 
assignments to retaining oral directions for an experiment in science lab. 


ACTIVITY: FINDING NEMO 


HOW TO PLAY 
In this reading comprehension wrap-up, players 
are challenged to find Nemo in a screen that's 
awash with bubbles. Inside each bubble is a 
character or an object from the story that 
provides the answer to a question. As the 
narrator asks each question, players touch 
the bubble that contains the right answer. 

Hf they're right, the bubble bursts. If not, they 
{get to try again. Can players find Nemo behind 
the bursting bubbles? 


WHAT'S BEING TAUGHT? 
Comprehension/Recalling Details: An abllty to remember the characters, 
places and events in a story. 


Comprehension/Context Clues: An ability to use surrounding words 
ina sentence as clues to derive the meaning of an unknown word. 


Comprehension/Compare and Contrast: An ability to understand the 
ways in which two or more things are alike and how they are different. 


WHY IS THAT IMPORTANT? 

Comprehension, or understanding, is the ultimate goal of the reading 
experience. The traditional approach to teaching reading skis is to begin 
with literal comprehension. Once it is clear that children understand a 
text on its most literal level, more interpretive skills are introduced. For 
example, young readers may be called upon to make predictions about or 
draw conclusions from a story. Finally, children learn to critically analyze 
a text to determine, for example, the author's purpose in writing. Does 
the author want to entertain, inform, or persuade? Because Disney/Pixar’s 
Finding Nemo is geared to beginning readers, all questions are at the literal 
level. But feel free to discuss the story on a more interpretive or problem- 
solving level with your child 


TRY THIS AT HOME: 


\ Reinforcing Counting and Simple Addition 

@You can make counting to 10 part of your everyday routine. Have your 
child repeat after you as you count fingers, oes, stairs, and even blocks 
and toys as you put them away, Find different household items that you 
can count. Repeat the procedure outdoors as you collect small items 
while taking a nature walk. 

@ Have your child perform | to 10 jumps, hops, skips, giant steps, baby steps, 
claps, turns, wiggles, and so on,as you use your fingers to count out each 
action as itis performed. 

@ Give your child 10 buttons and ask him or her to count them and write 
the number: Say,"There are 10 buttons in all” Then, have your child group 
the buttons in as many different combinations as possible to make 10. 
Help your child write number sentences for each combination, for example: 5 
buttons + 5 buttons = 10 buttons, or 3 buttons + 7 buttons = 10 buttons. 


ON Reinforcing Learning through the Senses 


@ When showing colors, shapes, or sizes to your child, say “This is a circle 
and it is red.” In a colorful magazine picture, ask “What can we find that 

Is red?” Reinforce the names of colors, shapes, and the concept of size 

Using everyday opportunities, personal items, and items in nature by asking, 

“What color is that bird?” or “Whose shoe size is bigger: yours or mine?” 
1@ Use finger paint or watercolor to show how two colors can be mixed 

together to produce a third color. 

@ Use measuring cups and spoons to prepare simple recipes together. 

Call your child's attention to comparative sizes by stacking them together. 
@ Begin a CD collection for your child. Find some music with solo instruments 
to help your child become acquainted with the sound of each one. Share 
simple information about different composers and different kinds of music. 


soy, 


Reinforcing Classification Skills 


@ Have your child help you sort, or classify, grocery items. Which items 
belong in the refrigerator? Which items belong on shelves? Narrow the 
activity to determine which groceries you can take on a picnic; which 
groceries you use to clean up the house; which groceries you might use 
to bake chocolate chip cookies, and so on. 

@ Gather toys of which your child has a substantial quantity, such as cars, 
blocks, or small plastic animals, Ask your child to sort the toys into dif- 
ferent groups, according to attributes 

‘@ Make letter and number cards from 5" x 7” index cards. Write each letter 
in capital form and each letter in lowercase form for a stack of 52 cards, 
Then, write the numbers 1-10 on another set of index cards, Take 10 
capital {etter cards and shuffle them into a deck with the 10 number 
cards.Ask your child to sort the deck into two piles: letter cards and 
number cards.Vary the activity, using 10 capital and 10 lowercase letter 
cards. 


4 ___.,* Reinforcing Reading Comprehension 


As you read new books or bedtime stories to your child, ask your child 
to recount what's happened in the story so far.You can easily recap the 
plot at the end of the story by asking: Who was the main character? 
‘What problem did the character have? How did the character solve his 
or her problem? What was the most exciting part of the story? 

@7o foster more interpretive and analytical thinking, talk with your child 
about why certain actions or events take place in a story and what 
motivates characters to behave the way they do. 


U.S.(Canada Consumer Service Contact: 
Please visit our U.S. Consumer Support Web site at: http://www leapfrog.com! 
support, or our Canada Consumer Support Web site at: http/ifcanada custhelp 
com, 24 hours a day.You can search for frequently asked questions, review 
your previous questions, or submie a question to our support staff via e-mail 


U.S./Canada Office: 
Telephone: (800) 70|-LEAP (5327) 
Hours: Monday through Saturday, 5:00 AM to 7:00 PM, Pacific time. 


U.K. Consumer Service Contact: 


Please visit our U.K. Consumer Support Web site at: htpl/leopfroguk.custhelp.com, 


24 hours a day, You can search for frequently asked questions, or 
submit a question to our support staf via e-mall 


U.K. Office: 
Telephone: 0800 169 5435 

Eire: 00 44 1702 200244 

Hours: Monday through Friday, 9:00 AM to 5:00 PM. 


IMPORTANT: Please notify the LeapFrog Consumer Service 
department of any difficulties before returning this product for 
any reason, Returns must have a Return Authorization number 
(RA#) in order co be processed. If the service representative is 
unable to solve the problem, you will be given instructions on 
how to replace the product. 


Warranty Information 

This LeapFrog product is warranted only to the original purchaser for a 
period of 3 months from the original purchase date, under normal use and 
service, against defective workmanship and material. This warranty is void if 
the product has been damaged by accident ar unreasonable use, immersion 
in water, neglect, abuse, battery leakage or improper installation, improper 
service, or other causes not arising out of defects in workmanship or 
materials. Repair or replacement as provided under this warranty is the 
exclusive remedy of the purchaser, LeapFrog shall not be liable for any 
incidental or consequential damages for breach of any express warranty 
on this product. Any implied warranty of merchantability or fitness for 

a particular purpose on this product is limited to the duration of this 


warranty. Some states do not allow the exclusion or limitation of incidental 
‘or consequential damages, or limitation on how long an implied warranty lasts, 
0 the above limitations or exclusions may not apply to you. This warranty 
gives you specific legal rights and you may also have other rights, which 
vary from state to state. 


During the warranty period, your product will either be repaired or 
replaced at LeapFrog’s option, when returned, shipping prepaid and with 
proof of purchase date as instructed by a LeapFrog service representative 
In the event that your product is replaced, the replacement product will 
be covered under the original warranty or for 30 days, whichever is longer. 


‘Canada: in addition to the above-referenced warranty, the hardware 
component shall be free from defects in material and workmanship 

for 12 months, The above express warranty and any applicable Implied 
‘warranties are limited in duration to the warranty periods described 
above. Some provinces do not allow limitations on how long an implied 
warranty lasts, or the exclusion of incidental or consequential damages, 
$0 the above limitations do not apply to you. You may also have other 
rights, which vary from province to province. 


U.K. In addition to the above-referenced warranty, this LeapFrog product 
shall be free from defects in material and workmanship for 12. months where 
the 3-month warranty period is not valid. The above express warranty and 
any applicable implied warranties are limited in duration to the warranty 
periods described above, Some provinces do not allow limitations on 
how long an implied warranty lasts, or the exclusion of incidental or con- 
sequential damages, so the above limitations do not apply to you. You may 
also have other rights under U.K. law, which this warranty does not limit. 


LEAPFROG. she Leapfrog Logo and LEAPSTER are regtered trademark or trademarks of LeapFrog 
Eruarpres Inc © 2004 LeapFrog Enterprise, Ine, Al rights reserved, rng Nemo ia Walt Disney 
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Visit our fun-filled Web site at: wwwleapfrog.com 
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Parent guide update 
| eA ste !' Mise a jour du guide parental 
iy »  Actualizacién de la guia para padres 
Consumer Service Contact Update 
Visit our Consumer Service Support website 24 hours a day. 
U.S. Consumers: www.leapfrog.com/support 
Canada Consumers; www.leapfrog.ca/support 
U.K. Consumers: www.leapfrog.co.uk/support 
Australia Consumers: Submit questions via email to info@funtastic.com.au 
Service clientéle : 


Veuillez consulter notre site Internet d'assistance a la clientéle 24h/24h a |'adresse http://serviceclientele,leapfrog.com pour la France 
ou http://www.leapfrog.ca/fr/support. 


Servicio de atencién al cliente: 
Para soporte al consumidor por favor visite nuestro sitio Web en www.leapfrog.com/support las 24 horas del dia, 
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A WARNING: It is rare but possible for seizures to be triggered by light flashes or patterns such as those on computer or TV screens, To 
reduce exposure to this potential hazard, play/watch in a well-lit room and take 10- to 15-minute breaks every hour. Parent Note: The 
Photosensitive Seizure notice on the screen will last up to 8 seconds to allow for reading, After first use, after 5 seconds, you may touch the 
screen or press the A, B or D-pad buttons and the notice will disappear. 


A AVERTISSEMENT : Il peut arriver que certaines personnes soient sujettes 4 une attaque sous effet d'une lumiére vive ou d'un jeu de 
lumiéres provenant de l’écran d'un téléviseur ou d'un ordinateur, Pour réduire ce risque, utilisez dans une piéce suffisamment éclairée et faites 
une pause toutes les heures, pendant 10 a 15 minutes, Remarque a l'intention des parents : 'avertissement concernant |'épilepsie 
photosensible s'affichera sur I'écran pendant 8 secondes afin d’en permettre la lecture. Aprés la premiére utilisation, vous pouvez appuyer sur 
les boutons A, B ou le pavé directionnel au bout de 5 secondes pour faire disparaitre cette mise en garde, 


aN IMPORTANTE: Existe la remota posibilidad de tener un ataque causado por rayos de luces o imagenes similares a las emitidas por las 
pantallas de las computadoras 0 televisores, Para reducir la exposicién a este potencial peligro, juegue o mire televisidn en una habitacién 
iluminada, siéntese a una distancia apropiada de la pantalla y descanse entre 10 y 15 minutos cada hora, Nota para los padres: E| aviso en pantalla 
que anuncia la posibilidad de sufrir un ataque fotosensible durard unos 8 segundos, posterior a este periodo la lectura es permitida, Después de 
usarlo, por al menos 5 segundos, toque la pantalla o presione los botones A,B, o D y el anuncio desaparecera, 


A WARNUNG: In Ausnahmefallen konnen durch Lichtblitze oder Muster, wie sie auf Computer oder TV-Bildschirmen entstehen, 
Krampfanfalle ausgelést werden, Um die Gefahr solcher Anfalle zu minimieren, ist es ratsam, das Gerat in einem gut beleuchteten Raum zu 
benutzen und jede Stunde eine 10- bis 15-mintitige Pause zu machen. HINWEIS FUR ELTERN: Der Hinweis dber Krampfanfalle durch Lichtblitze 
wird etwa 8 Sekunden lang angezeigt. Beim wiederholten Spielen kénnen Sie den Bildschirm beriihren oder die A-, B- oder D-Taste driicken, so 
dass der Hinweis schon nach drei Sekunden ausgeblendet wird. 


